MATURE 17+ 


WARNING: READ BEFORE USING YOUR PLAYSTATION®2 COMPUTER 
ENTERTAINMENT SYSTEM. - 

A very small percentage of individuals may experience epileptic seizures when 
exposed to Certain light patterns or flashing lights. Exposure to certain patterns 

or backgrounds:on’a television screen or while playing video games, including 
games played on the PlayStation 2 console, may trigger an epileptic seizure in 
these individuals. Certain conditions may trigger previously undetected epileptic 
symptoms even in persons who have no history of prior seizures or epilepsy. If you, 
or anyone in yourfamily, has an epileptic condition, consult your physician prior 

to playing. If you@xperience any of the following symptoms while playing a video 
game — dizziness, altered vision,.eye or muscle twitches, loss of awareness, 
disorientation; any involuntary.movement, or convulsions — IMMEDIATELY 
discontinue lise Speponshlt your physician before resuming play. 


| WARNING 10 OWNERS OF PROJECTION TELEVISIONS: 

Do notconneét your PlayStation 2 console to a projection TV without first 
consulting.the: user Maniial for your projection TV, unless it is of the LCD type. 

Otherwise, it may permanently damage your TV screen. 


JOSE OF UNAUTHORIZED PRODUCT: 

* The use of software or peripherals not authorized by Sony Computer Entertainment 
America may damage your console and/or invalidate your warranty. Only official or 
licensed peripherals should be used in the controller ports or memory card slots. 


ie amu YOUR PLAYSTATION 2 FORMAT DISC: 

This disc is intended for use only with PlayStation 2 consoles 

with the NTSC U/C designation. 
Do not bend it, crush it or submerge it in liquids: 
Do not leave it in direct sunlight or near a radiator or other source of heat. 
Be sure to take an occasional rest break during: extended play. 
Keep this compact disc clean. Always hold-the: the edges and 
ae it in its sabe case when not in-use. CI h ise. with a pilsecere 


Sign-up.and become a mem 
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No hints will be given on our Cot 
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"SETTING UP 


MEMORY CARD slot 2 
MEMORY CARD slot 1 


nee —__—__ +=. ise, ray 
RESET button 


— OPEN button 


USB connector 


Note: Illustration may not match all PlayStation 2 console types. 
For owners of SCPH-70000 series PlayStation 2 systems, refer 
to the setup instructions supplied with your system. 


controller port 1 
controller port 2 ———_—_—______—_ 


SETTING UP YOUR PLAYSTATION®2 COMPUTER ENTERTAINMENT SYSTEM 


Set up your PlayStation®2 computer entertainment system according to the 
instructions in the manual. Make sure the MAIN POWER switch (located in the back 
of the console) is turned ON. Press the [RESET] button. When the power indicator 
turns green, press the OPEN button and the disc tray will open. Place the Killzone 
disc on the disc tray with the label side facing up. Press the OPEN button again 
and the disc tray will close. Attach a game controller and other peripherals, as 
appropriate. Follow on-screen instructions and refer to this manual for information 
on using the software. 


NETWORK ADAPTOR (ETHERNET/MODEM) (FOR PLAYSTATION®2) (OPTIONAL) 


In order to play Killzoné%online, you must have installed a Network Adaptor 
(Ethernet/Modem)(for PlayStation®2) on your PlayStation®2 computer 
entertainment system before playing. Set up the Network Adaptor according to the 
instructions included in its packaging: 


Caution: Unplug the power cord on your PlayStation®2 computer entertainment 
system before adding < ay: ie iega €quipment to the system. 


Note: Killzone (Online Mode) must be played over a broadband Internet connection 
(DSL, cable men [vais saad 


An invasion force from Helghan has bypassed Vekta’s defense systems and is 
currently engaged in a fearsome battle with ISA forces. Showing complete 
disregard for civilians, Helghast troops have begun an indiscriminate rampage, 
esol intending to take control as swiftly as possible through the use of brute 
‘orce. 


It is not yet known why the SD Defense Network failed to prevent the Helghast 
fleet from passing into Vektan skies, but the Helghast army is clearly a vast and 
well prepared machine. ISA divisions are already greatly outnumbered and 
bogged down in fire fights with scores of well armed enemy troops. 
Reinforcements have been summoned from Earth, but in the meantime, with the 
SD defenses still inoperable, the hope of the people of Vekta rest on the 
shoulders of our countrymen in the ISA armed forces. 


| The Second Helghan war has begun. 


wat 


al buttons to highlight 
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Undercover Field Operatives have released the first images and transcript of a 
passionate rallying call made by Scolar Visari, heir to the Helghast Empire. 

# Speaking just two days ago to an assembly of thousands of Helghast troops, 

4 Visari described his people as no longer a ‘broken nation, shunned, oppressed 
and conquered’. 


Riding a wave of patriotic sentiment, Visari continued to reaffirm his part in the 
rebuilding of Helghast pride, before closing his address with a rousing battle 
cry - ‘On this day we stand united once more... Defenders of the Helghast 
dream, now is our time’. 


Often dismissed as no more than an enthusiastic rabble rouser, Visari has long 
been the focus of scrutiny from security officers on Earth. But it now appears 
that Visari’s position of power might have been underestimated, with the former 
colony’s increased isolation from Earth acting as cover for a massive 
rearmament program. Despite his demonic portrayal on Earth and Vekta, Visari 
is seen as a hero and liberator by his own people. 


GETTING STARTED 


A Short cinematic sequence will be displayed. Press the button t 
. scene and access the Main Menu. Gata 


Press or ™> to highlight one of the following options 
and press the @% button to confirm: 


GAME —_________ Choose to play a Campaign or Battlefields game 
OPTIONS________ See the Options section on page 6 of this manual 
EXTRAS _________ Check out some ‘bonus menu items 


“OPTIONS — 


Press # or § to highlight one of the following sar and press the @ button 
to toggle/confirm: 


AUTOSAVE. Set the AUTOSAVE function ON or OFF 
PROFILES_____— See the “Profiles” section of this manual 
AUDIO.___-_ Adjust the Music Volume, SFX and Speech 


Levels, choose STEREO or MONO sound output and 
toggle SUBTITLES ON and OFF 
VISUAL_______Choose either PAL or NTSC display modes, 
NORMAL or WIDESCREEN aspect ratios, or reposition 
the game screen on your TV 
Select an alternative language 


prone | A 


When you play Killzone online for the first time you will need to create a profile. 
On the Create Profile screen, use the virtual keyboard and/or the USB keyboard 
(for PlayStation 2) to name your profile; instructions on how to use the virtual 
keyboard see “On-Screen Keyboard” section on page 22. 


LANGUAGE 


Once a profile has been created, it must be saved to Memory Card. When you play 
the game, your profile will be stored in the Profiles list, which is accessible from 
the Options Menu. If you want to create another new profile, press the © button 
whilst viewing this list: 


You can also delete profiles, view statistics and amend controller information for 
individual profiles by selecting a profile and following the on-screen instructions. 


sransrics | Ne 


Check out statistics for each profile, including total‘ number of kills, levels played 
and levels won. 


| CONTROLLER CONFIGURATION \ CONFIGURATION \ : 


Use this screen to toggle Invert Look ON or Off, to set up some.advanced control 
settings, to reconfigure the button configuration to your liking or Hy restore the 
default control settings. 


wy 


SD PLATFORM FAILURE RAISES BIGGER CONCERNS 


They said it would never happen - the SD Network was supposed to be the most 
sophisticated defense mechanism ever created by Humankind. In rehearsal it 
has always seemed infinitely powerful, but as Vekta called on its shield for the 
first time, it failed us. The reason for this failure is not yet clear, but whether due 
to human error or technological malfunction, the breakdown of the SD Platforms 
surely raises questions about the people and microprocessors in whom we have 
placed our trust. 


In an interview, General Bradley Vaughton spoke glowingly of the Vektan 
defense network. At the time he said, ‘There is no need for alarm. In the unlikely 
event that dissident Helghast factions - or anyone else - attempt to attack Vekta, 
we are in no doubt that the orbital Strategic Defense platforms will serve their 
purpose - | can confidently declare that there is no way potential aggressors 
could get through’. 


We are now in the midst of a war we were told could never happen. Can we now 
be expected to believe that we were prepared for this attack? Surely not; after 
all, the SD’s were supposed to be unconquerable. Do we now have the resources 
and personnel to repel the invaders? Only time will tell. 


Neither Vaughton nor SD Platform Commander, General Adams, were available 
to comment. 
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CONTROLS | 
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GES button 
Fire weapon./ Secondary Fire 


[EB button 
Fire weapon / Primary Fire 


@ button 
Campaign Mode — Luger Only - 
Heat Vision 
@ button (hold) 
Online Only - Voice Chat (with 
headset) 
tit 

Zoom In/Out 
(sniper rifle only) 


@ button 
Cycle through Weapons 


@ button (hold) 
Pick up Weapon 


Left analog stick 6 button 


Move Reload Weapon 
Pebutton , @ button 
- ans Action (Climb; Melee, Hop over 


wall, etc) 


@. button = 
Obj ectives (in Campaign mode)/Lobby (in 
Online eA a e). i 14 Right analog stick 
y Aim/Look 
=, button: 
Pause @ button 


Zoom 


Crosshair - turns red when targeting an el ; 
Secondary Fire Ammunition: - pp 


Primary Fire Ammunition aoe sh ? 


Weapon Pick Up: 
can be picked up 
_ Action Icon - a p 


‘GAME MODES 


This is the main single player game. Take control of a hopelessly outnumbered ISA 
squad and fight against the odds to repel the Helghast invasion force. 


To begin or continue a Campaign, first create a new profile or select an existing 
profile to continue playing from that profile’s last save point. If playing for the first 
time, create a new profile following the procedure outlined previously in this 
manual and thenseléct a level to play and a difficulty setting. When you first begin 
a Campaignjyou play.as Captain Jan Templar only. 


See 


Cia \ 


This is'the ho if the Killzone multiplayer games, including those playable both 
offline andi 


After selecting B * EFIELDS from the Main Menu ‘GAME’ option, choose whether 
_f@ play an ONLINE GAME or an OFFLINE GAME. 


| ONLINE BATTLEFIELDS \ BATTLEFIELDS \ 


To play an online game, select ONLINE GAME and then select your Network 
Configuration file from those listed on-screen to access Killzone online. Please see 
the ‘Battle Online’ section on page 21 for further information on playing Killzone 
online. 


ENTIRE PLATOON DESTROYED 


In an early setback for ISA forces, reports have confirmed that an entire platoon 
of ISA Regulars was decimated within minutes of the Helghast invasion force 
landing on Vekta. The platoon, H-Company, led by Sergeant Rico Velasques, 
was defending a position of ‘extreme tactical importance’, believed to be a 
bridge located in the Southern Hills area of Vekta. Full details of the Helghast 
assault have not been announced, but it is understood that H-Company held its 
position whilst taking heavy fire from the Helghast 17th Tank Division. 


Reports also suggest that there are no survivors. The names of the dead men 
have yet to be released. 
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| OFFLINE BATTLEFIELDS \ BATTLEFIELDS \ 


| Offline Battlefield games are for either one player (with computer controlled ‘bots’) 
or two players. 


. ONE PLAYER 
Select your profile and then choose whether to fight as an ISA or Helghast soldier 
and select ‘CREATE’ to confirm. 


Choose a game type from those listed below: 
DEATHMATCH 
TEAM DEATHMATCH 
DOMINATION 
SUPPLY DROP 
ASSAULT. 
DEFEND AND DESTROY 


NOTE: Battlefields game types are described on pages 12-15. 

Press ¥ or $ to scroll through the available maps and choose one to play on, 
then specify the number of computer controlled bots and the bot difficulty level for - 
your game, which can be set to Easy, Normal or Hard. 


Finally specify the settings for your game by tailoring the following preferences: 
TIME LIMIT______-_—_> Select a time limit from 5 MINUTES to 


60. MINUTES 
SPAWN LIMIT____-___ Specify a respawn limit for players/bots 
FRIENDLY ee eee friendly fire on and off by selecting 
%) YES or NO 


_ DISPLAY NAMES A BOV S___ Select either YES or NO 
» KILL Bi Set.a limit for the number of Kills 


: ecto player must select a‘profile, so at least two 
‘smd sarsyting your player.” 
tseach other, then ~ 
ings as outline for ~ 


12 POTENTIAL BATTLEFIELD SCENARIOS 


Player Name : 
Player Position/Rank. 


Player ScorelKill Limit 


Take part in some frantic all-against-all deathmatch action! Each player respawns 
at a random point on the map and must strive to score the most points by gaining 
the most kills. 1 point is scored for each kill, but for each suicide 1 point is lost 
and a death is registered for that player. This game type is available on all maps. 


| TEAM DEATHMATCH \ DEATHMATCH \ 


ISA Score BD a Helghast Kill Limit 
ISA Kill Limit — 7 Re bee H 


lelghast Score 


eter’ i eam atiabrance. although indivi 
: ranking purposes. 1 rns 
it and death are given for each riendly fir 
yr the dead character and 1 point for the killer. This” 

alee On all maps. ‘ 


game gee B 


DOMINATION 


Team Name 
and Switches 
Controlled 


ISA Score 
Point Limit (07:56) 


Switches 
Controlled 
by ISA 


Remaining 


A team based game where each team must fight to gain control of ‘switches’ that, 
have been placed around the battlefield. The game ends when the timer expires, or 
the points limit or the spawn limit has been reached, 1 point is-scored for each 
opposing-team kill; -1 point and death for each suicide; team kills count 
forthe dead character and -1 point for the killer; a player capturing. a switch wilt 
receive 5 points and 5 points are deducted if the switchiis captured by an. 
opponent.4 point is earned by the team for retaining ownership of a. awiteh for 15 
seconds, This game type is only available on the Delta Creek, Canyon Crossing, 
Park Rennings: Orbital Station, Southern Hills and 1 Beachhead nape 


/ POTENTIAL BATTLEFIELD SCENARIOS 


|suppLy Drop \\\ DROP . 


Team Name 
and Score 


Player Score 
Limit 


Container: o) fs his “Wer Container 
: Controlled 
by. HG 


Time Limit Unclaimed Container 


Iternative team based game where each team fights to capture containers 
dropped’ at strategic points on the map: When containers have been captured the 
bam must return them to. their base. 1 point is scored for each opposing team kill; 
‘poi 1 death for eachisuicide; team kills count as a death for the dead 

‘chare i=1 point-for the:killer; the’player capturing and depositing:a 
container on a platform in-their base will receive 5 points, while 5 points are 
Sdeducted if the container is:then removed by an opponent,1.point,is earned by the 
* steam for retaining ownership of a container for 15 seconds. This game type is only 
available on the. Delta Creek, Vektan Slums, Core Shaft, Southern Hills and 
Beachhead maps. ‘ : 


DEE EE IOS 


ISA Target Intact — 


Johnson 


Timer 


A team game where one team must defend a key’ agains 

other team. 1 point is scored for each opposing team: Us 4 point 

each suicide; team kills count as a death for the dead character and -1 p 
killer; any player achieving the objective will receive 5 points. This game typ 
only available on the Delta Creek, Canyon Crossing, Park Terminal, Southe 
and Beachhead maps. t 


os 
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ISA Target Intact 


ISA INSTRUCTION 


As the Helghast invasion force gains impetus, we asked an International 
Strategic Arms (ISA) Training Facilitator (who wishes to remain anonymous) to 
talk through a few moves and combat techniques that feature prominently in 
the ISA Training Manual. He highlighted the following as being of particular 
importance: 


1. Think before you act 
‘Suss out every situation - going in all guns blazing works in some situations, 
but in others it’s no more than a short cut to the morgue.’ 


2. Your surroundings can be your ally or your enemy 
‘Modern conflicts call for modern techniques; if you want to survive, learn to 
use your surrounding environment as cover.’ 


3. Work as a team 
‘Tactics are of vital importance to both team and individual - watch each others’ 
backs and remember that successful soldiers are both ruthless and cautious in 
equal measures.’ 


4. Picking up/carrying weapons 

‘Use weapons that you feel comfortable with and best suit your current 
situation; weight up the pros and cons of all weaponry found in the field as you 
can only carry so much. Also, keep track of your ammo, if you run out or need 
to reload in the middle of a close quarter firefight, you might as well lie down 
and zip up that body bag yourself.’ 


ey - 
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Even before the outbreak of war, International Strategic Arms (ISA) was 
conducting an audit to ascertain which divisions are most in need of new 
blood. Traditionally, the force has always been predominantly centred around a 
# core group of ISA regulars, with the more specialist divisions accounting for 
4 the remainder of the services. 


A spokesperson for the ISA recruitment office said, ‘Just a few days ago we 
were scheduled to launch a new recruitment drive, and now this activity has 
become more important than ever. 


‘Although we’re desperately in need of new recruits, potentials should be under 
no misconceptions; after years of training and preparation only the top few 
percent will make it as an RRF or Shadow Marshal. But if you are thinking of a 
career in the armed forces, surely now is the time to go for it.’ 


Using advanced skills, tactical acumen and 
firepower, the RRF was set up to ensure Vekta’s 
first line of defense remains the ultimate 
deterrent to potential aggressors. 


RRF members possess a good mix of skills and 
attributes, but it is in the area of leadership that 
their true value is found - their motivation and 
aptitude form a focal point for ISA resistance 
forces that allow even small, outnumbered 
squads to come out on top in general combat 
situations. 


The elite unit of modern day special operatives. 
Relying on cover, athleticism, covert weaponry 
or just their bare hands, the Marshals’ 
menacing reputation is fully deserved. 


More mobile than their other ISA counterparts, 
Shadow Marshals are able to quickly vault and 
climb ladders and ropes and crawl through 
vents; creating minimum disturbance and 
gaining entry to areas that would otherwise be 
inaccessible, or that enemies or comrades 
might not even be aware of. Shadow Marshals 
are also equipped with nightvision goggles. 


i The life blood of the ISA forces, these soldiers 
can harness their natural aggression during 
combat and utilise their heavy weapons training 
/ 4 to devastating effect. 


*§ With a high resistance to incoming fire and 

§ enemy traps and mines that would instantly kill 
fj their slighter counterparts, every ISA squad 

4 needs at least one soldier like this. Their 
powerful weaponry is also essential in the 
destruction of some enemy emplacements, but 
qj the added weight hinders manoeuvrability, 

qj leaving these human bulldozers with no option 
but to take the most direct route. 


# This squad of undercover agents rely on nerve and 
# diplomacy and can often equal the difference 
between success and failure. 


44 Whilst they receive standard weapon and tactical 
training, operatives must also maintain a high level 
of physical fitness, allowing them to vault, climb 

i etc. in the field. One special Field Operative 

4 division is made of Human/Helghast half-breeds; 

fj these soldiers can bypass Helghast sensors, mines 
and sentry bots without detection. They are also 
experienced operators of both Human and 
Helghast machinery and equipment. 
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Return to the game 

eoeagee ea splayed during a Campaign only - select either AUTOSAVE 
ON or AUTOSAVE OFF 

Adjust the Music Volume, SFX and Speech levels, choose 
STEREO or MONO sound output and toggle Subtitles On and Off 
cowrRots Togs Invert Look On or Off, set up some advanced 

control settings, reconfigure the button configuration to your 
Se Rew liking or to restore the default control settings 

se pes = Réstart the current level/game, or checkpoint in a Campaign 
> QUIT Leave the game and return to the Main Menu 


BATTLE ONLINE 


CREATING YOUR NETWORK CONFIGURATION FILE \' 


You must create a valid Network Configuration file using the Play: 
Setup Disc or network start-up application for another online PlayStation®2 game 
and have the Memory Card containing that Network Configuration file.in your 
console, before attempting to play Killzone. online. Once your Network’ et: 
Configuration file has been created, you will be ready to play. online: Select thes: 
Killzone Universe You wish.to join to aceess the account login screen where : 
must enter your Central Station Handle (Name) and Password when al at 


Press the @ button to select. an account if one is already.saved fro a previous. 
session. If you are unable to select,an:existing accountipress.the e button to 
enter your Handle and Password tising the virtual keyboard ‘or a USB) keyboard; = 
following the procedure outlined elsewhere in this manual, Remember to” choose. 
whether you would like-your password details to.be saved! ie 
It is important that you fully understand and Becept the Online User Agreement 
presented to you before continuing. 


NOTE: For detailed information on creating your ‘Network Configtatio file,’ seg 
the PlayStation®2 Online Setup Disc Instruction: eee. % 


22 f USING THE ON-SCREEN KEYBOARD TO ENTER DATA AND CHAT 


Killzone uses an: ‘SMS’ style virtual keyboard or USB keyboard (for PlayStation®2) for 
inputting text (account names, passwords, online chat etc). 


To use the virtual. keyboard: 

1. Use the left analog stick to move the cursor around the keyboard 

2. Press the @, the © button, the @% button or the @ button to enter the 
corresponding letter 


A quick introduction for the benefit of 
anyone who has recently arrived on Vekta 
from Earth: 


The Helghast is a dissident faction that has 
lived in isolation on Helghan, the former 
colonial outpost, for generations. When the 
planet was first colonised, atmospheric 
anomalies were not initially detected, and 
the children of the first colonists were born 
with deformities. Over time the Helghast 
have developed apparatus and techniques 
to ensure survival in their harsh 
environment; but it has always been a 
place of hardship and desperation. 


Animosity between Helghan and Earth 

resulted in the First Helghan War, a 

devastating conflict in which the Earth 

forces were eventually victorious. But the 

subsequent power vacuum on Helghan 
meant that its people were left out in the cold, praying for the day when a leader 
would come to reunite them. 


9, THE HELGHAST SOLDIER 
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{ Resilient, well trained and well armed, the Helghast Soldier is a formidable 
opponent - their genetic make up means that Helghan offspring generally grow 

| to be of larger than average size. Such is the lack of opportunity on Helghan 

4 that most young Helghast sign up or are conscripted into the armed forces 

| where they receive intensive teamwork and weapons training. 
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Press or $ to select one of the following options and press the @% button to 
confirm: 


NEWS_______View the latest information available on what’s happening and 
what's new in the Killzone Universe 

PLAY_______—_Join a Killzone network game 

VIEW PROFILE View or reconfigure controls and see accumulated online 
Statistics for the current profile 

BUDDIES—____View all the players in your buddy list to see if they are online 
and invite new playersto:be added to your list, invite them to 
join your game 


INVITATIONS. Accept or decline invitations from other players to be added 
to their buddy lists ~ 
LOG OFF ________ Disconnect from the Killzone Universe and return to the 


main game 


JOINING / CREATING A GAME \ | CREATING A GAME \ 


Select a game room to see a list of the Killzone network games that are currently 
running. If any of your buddies are present in a particular game room then an icon 
will be displayed to the right of the list. 


Once in a room you can choose to join an existing game or create a new one 
configured to your own preferences. You can also find out who all the other 
players in the game room are, view their online statistics and invite them to join 
your buddy list. 


Players can chat to each other by pressing the © button and using either the 
virtual keyboard or a USB keyboard. 
ee 


fs % 


The Join Game screen displays a list of all. the games that are rani in 
current game room. If there are:a large number of games then you can Select SEF 
FILTERS to display only those games that conform to your requirements. Filte 
can be toggled on-and off using FILTERS ON/OFF. if you'want oy eee the 
see what has changed then select REFRESH LIST. ; 


From the GAMES list it is possible to view game hamneas game pes: shtick ae ; 
buddies are present inthe games, number of players, connection ee tping) 
and whether games: are password proteeted: 


Games can be sorted by pressing the SMI button and kt the hinadliAc toot 
sort by. The settings for a particular game.can be viewed: by pressing the 
button. A list of allyplayers in the selected game can be viewed by pressing the 
button. When you have found a game you-want to join, select it and press the @ tek 
button. is 


JOREATE GAME \ \ Gone 


The Create Game screen allows you to create a game configured to your own 
preferences. First you must enter a game name using the virtual or USB keyboard; 
then choose a game type and a map to play the game on. Some maps are not » 
available for certain game types. 


On the Game Settings screen you can set-up the various game parameters as follows: 
(Note: not all parameters are available for all modes) 


TIME LIMIT______-___ The duration of the game & 
SPAWN LIMIT____._____ Maximum number.of respawns ‘each player has: 

FRIENDLY FIRE. Enable or disable friendly fire 
RANKING___________Limits game to players of the specified rank(s);’ 
KILLS Maximum number of kills needed to win si ee 
PASSWORD... Ss Password protection a 
LATE. JOINERS____-___ "Enable or prevent players from moining games that © 


are in- progress 


Once you: have configured the settings to your king press the ® button to 
create the game. 


* 


GAME LOBBY 
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In the Game. Lobby you can see a list of all the players in the current game. Ifthe 
game type is Deathmatch.then you can choose to be either-ISA or Helghast by = 
selecting CHARACTER. lf the game type is team based then you can see which 
team players have been assigned to and change team by selecting SWITCH 

TEAM, providing there is a space on the other team. : 


Choose GAME INFO-to bring up a screen showing the game type, game objectives 


a First you must enter a game name using fi thé 
‘then choose a game type and a map to play ee | gam 
available for certain game types. 


TIME LIMIT. 
SPAWN LIMIT. 
FRIENDLY FIRE. 


Maximum number 
Enable or disable: 


RANKING Limits game to players of the : 

KILLS Maximum number of kills needed ow win 
PASSWORD Password protection © 

LATE JOINERS Enable or prevent players fr 


are in-progress 


Once you have configured the settings to your liking eu th i) 
create the game. 


ASSASSIN HUNT ON HOLD 


Attempts to locate the assassin behind the failed attempt on the life of RRF 
Captain Jan Templar have been shelved following the Helghast invasion. 
Captain Templar, 28, is one of RRF’s most decorated and experienced officers. 
During a routine defense emplacement inspection, Captain Templar made the 
narrowest of escapes after being fired upon by an unseen aggressor. 


Ballistics experts have confirmed that the rounds were fired by an ISA sniper 
rifle, stolen recently from an SD Platform reserve munitions store. 


Since fighting began, communications with Captain Templar have been lost, but 
he is believed to be on the front line impeding Helghast advances until backup 
arrives. 


2 / ‘ONLINE IN- chat OPTIONS — 


Pie eT ES Se area 


Press the button to pause the game in order to adjust audio settings. and view 
or amend game controls, Select Beene or:press the button to return to the 
game, or select Quit to exit. 


IN-GAME LOBBY MENU 


Press the J, button'to view the scores for each player in the game-and, in the 
Case of team.based games, the overall team score as well. If a time limit has been 
Set for the game then this can be seen in the bottom left corner of the screen. 


“Press the @bitton to chat'with other. players using the virtual or USB keyboard. 
If you have'a USB Headset be lor PlayStation®2) connected you. can talk to other 
players, by pressing ‘the ® utton. 


> The following actions can also be performed: 


ie, 
SUME -Return to the game 
» GAME NEO. Display a’screen showing the game type, 
¥ Be, a Ne and a short gameplay briefing 


END-GAME LOBBY 


‘Depending on the game type and game settings, the End-Game Lo 
displayed when the time limit has expired, the maximum number 
/reached: or ne game objective has been met. is 


You can see a summary of the outcome of the game by selecting Result: eu i 
the scores by: electing Scores or quit to the Game Lobby by selecting @ jit: 


Inthe End-Game Lobby, press, the © button to chat with other plays zo) emne 
virtual or USB keyboard. If you-haVe a USB Headset (for PaySaton@a) nected 
you can talk to: other see by pressing the @ button. 
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- ONLINE USER AGREEMENT - 


PLEASE READ THE ENTIRE AGREEMENT AND INDICATE WHETHER OR NOT YOU AGREE TO ITS: 
TERMS BY CLICKING THE “ACCEPT” OR "DECLINE" BUTTON AT THE BOTTOM OF THIS SCREEN.’ IF 
YOU CLICK THE "DECLINE" BUTTON YOU WILL NOT BE ABLE TO PLAY THE ONLINE VERSION.OF THIS 
GAME. CHECK WITH SONY COMPUTER ENTERTAINMENT AMERICA INC. (“SCEA”) CONSUMER 
SERVICES AT 1-800-345-7669 WITHIN 30 DAYS OF YOUR PURCHASE FOR REFUND OR RETURN 
INFORMATION. PLEASE HAVE YOUR PURCHASE RECEIPT AVAILABLE. 


1.ACCEPTANCE OF AGREEMENT. This Agreement can be accepted only by an adult 18 years or older. By 
clicking the "ACCEPT" button, you affirm that you are an adult 18 years or older and you are accepting this 
Agreement on your own behalf or on behalf of your minor child (under 18). 


2.GRANT OF LICENSE. SCEA grants you a non-exclusive. right to use this software for play on a PlayStation®2 
computer entertainment system only. You may not (i) rent, lease of sublicense the software, (ii) modify, adapt, 
translate, reverse engineer, decompile or disassemble the software, (iii) attempt to'create the source code from 
the object code for the software, or (iv) download game content for any purpose other than game play. You may, 
however, transfer all your rights to use the software to another person provided that you transfer the original 
product and this Agreement with the software. 


3.AUTHENTICATION. This software uses “DNAS” (Dynamic Network Authentication System), a proprietary 
authentication system created by Sony Computer Entertainment Inc. (SCE). “DNAS" retrieves information about 
a user's hardware and software for authentication, copy protection, account blocking, system, rules, or game 
management and other purposes. The information collected does not identify the user personally and will not be 
shared with any non-SCE company. SCEI, SCEA and their affiliates cannot guarantee the continuous operation of 
the “DNAS” servers and shall not be liable for-any delay or failure of the “DNAS” servers to perform. If you 
receive a message during login identifying’a “DNAS” authentication error, please contact SCEA Consumer 
Services at 1-866-466-5333. For additional information concerning “DNAS", visit www.us.playstation.com/DNAS. 
In:the event of a systems incompatibility or inoperability with “DNAS”, the sole liability of SCE, SCEA and their 
affiliates shall be limited to the repair.or replacement of the user's affected game software, console, or peripherals 
at the option of SCEA. SCEl, SCEA. and 'their affiliates shall not be fiable for any delays, system failures; 
authentication failures, or system outages, which may, fromtime to time, affect online game play or access 
thereto. 


4.COLLECTION OF INFORMATION. Before you can play, you will be asked to.create an account with a.user, 
player or other game name (“game name”) and password. You: may also be asked to select or provide additional 
information for a game profile. This information will not identify you personally. 


5.PROTECTION OF IDENTITY. When you choose a game name, choose an alias to protect your identity/Avoid 
using any part of your. game name in your password. When you choose @ password, choosea unique ‘ 
combination of letters and numbers that is unrelated to your game-name or to any information: you may share © * 
with other players in the game. SCEA will not ask you'for your password-and you should not provide this” ; 
information to any third party. This game will save your game name, profile and password automatically. if your” 
game name is inactive for an extended period your account may be deactivated. To inquire about a deactivated 
account, please contact SCEA Consumer Services at 1-800-345-7669. You agree that you-have no expectation of 
privacy or confidentiality in the personal information you may intentionally or unintentionally disclose through 

login, game play and chat. You should avoid saying anything personally identifying in oat ‘SCEAhas.no liability 

for any violation of this Agreement by you or by any other player. 


6.ONLINE CONDUCT. When you play, you agree to be respectful of your fellow. palettes engage in 
any behavior that would be abusive or offensive to other players, disruptive of the game experience, 
otherwise illegal. This includes but is not limited to: 


a) Picea: or hid other players while chatting or playing this game oF 

obtained while chatting or playing this'game to harass or intimidate fellow players 

(b) Using language, selecting user, character, clan. or team names or creating any.t kcomtent that i is racially, & 

ethnically or religiously offensive, sexually abusive, obscene or defamatory; * * 
« {c).Selecting as a user, character, clan or feam’name any word, symbol or combinationoF end symbole 

which-is identical to:or substantially similar to any character, weapon, vehicle or otheniteliegiial property 

element.owned by SCEA which appears in this game or any other SCEA game; * 

(a), Using contentthat is commercial if nature such as advertisements, solicitations'and prerobtions for goods or 

services; 

(e). Falsely representing that you are an employee of Sony Corporation, Sony Computer Entertainment America, 

or any other affiliated or.related company; 

(f) Disrupting the normal flow of chat in game chat rooms; 

(g) Making a false report of user abuse to SCEA Consumer Services (see below); 

(h): Violating any local, state or-national law including but not limited to laws felated to copyright, trademark, 

defamation, invasion of privacy, identity theft, hacking. and. the distribution of counterfeit software; 

(i) Using-a cheat code or cheat device. For a detailed explanation of the SCEA policy on cheating visit 

www.us, playstation.com/onlinecheating. 


If you violate’ this Agreement in any manner, SCEA may at its discretion and without notice to you temporarily or 
permanently block your account in this game and any related games. In appropriate cases, SCEA may bring legal 
action against you oF cooperate in any government or private. legalaction or investigation relating to your conduct 
within the game. To report violations of this Agreement of to inquire about-a blocked account, call SCEA 
Consumer Services at 1-800-345-7669. SCEA has no liability, for any violation of this Agreement by you or by any 
other player. 


7.WARRANTY/DISCLAIMER: SCEA WARRANTS TO THE ORIGINALPURCHASER OF. THE GAME DISC 
THAT THE DISC IS FREE FROM DEFECTS IN MATERIALS'AND WORKMANSHIP FOR A PERIOD OF NINETY 
(90) DAYS FROM THE DATE OF PURCHASE. SEE GAME MANUAL-FOR LIMITED WARRANTY DETAILS. 
EXCEPT AS PROVIDED HEREIN, THE GAME DISC, SOFTWARE AND ALL RELATED SERVICES ARE 
PROVIDED "AS IS"AND, TO THE MAXIMUM EXTENT PROVIDED UNDER:LAW, SCEA DISCLAIMS ALL 
WARRANTIES OF ANY KIND, WHETHER EXPRESS: OR IMPLIED, INCLUDING BUT NOT LIMITED TO ANY 
WARRANTIES OF, MERCHANTABILITY OR FITNESS FOR A PARTICULAR PURPOSE. Without limiting the 
foregoing, SCEA does not promise that this software will work properly with any network adaptor, modem, 
memory card or other peripheral device that has not been licensed by SCEI or SCEA. To insure compatibility use 
only PlayStation® ‘or. PlayStation® licensed ‘products. Additionally, SCEA does not guarantee that you will bevable 
to play this game at any time you want: From:time to:time, there may be problems related to access, delay and 
failure to perform that are beyond the immediate and reasonable control of SCEA. In the event of a dispute 
regarding the online functionality of this Software: (except with'fegard to the operation of ‘DNAS’ explained in 

» paragraph’3 above), you agree that the soléjiability 6&SCEAvand its affiliated companies will be limited to repair 

» of replacement of the game software at SCEA's option. “SCEA may, at its sole discretion, discontinue hosting of 
“the game Server at any time. -SCEAthas no liability for such, discontinuance, 


: 8: MODIFICATION: SCEA at its sole discretion may modify the, terms of this Agreement at ey time..You.are 
“responsible for reviewing the terms of this Agreement each time You login to play. By accepting this Agreement 
and by'playing the'game online, you agree to be bound by all current terms of the Agreement, To print out-a 
Copy of this erent using-your computer, go towww.us: pays comn/Supportiiseragreements. 


¢ ERNING LAW, This Agreement shall bé cobras 
lfornia, applying'to contracts fully executed and pet 
ion in California-and further agree that: 


r reted in accordance with ‘the laws of the State 
ithin the State of California. Both parties submit 
te arising from or relating to, this See a. 
Ss) 


ENTIRE AGREEMENT. This Anrdereiiel constitutes the entire agr 
Aer matter hereof.and supercedes all prior = and written a 


) LIMITEDWARRANTY. 


Sony Computer Entertainment America (SCEA) warrants to the original 
purchaser of this SCEA product that-this software is free from defects 
in material and workmanship.for-a period of ninety (90) days from the 
original.date of purchase: SCEA agrees fora period of ninety (90) days 
either repair or replace, at its option, the SCEA product: You-must call 
1-800-345-SONY (7669) to receive instructions to obtain repair/ 
replacement services. 


This warranty shall not be applicable and shal! be void if the defect in 

the SCEA produetihas arisen through-abuse, unreasonable use, 
mistreatment or neglect: THIS WARRANTY IS IN LIEU OF ALL OTHER 
é ~ WARRANTIES AND NO OTHER REPRESENTATIONS OR CLAIMS OF 
© ANY NATURE SHALL BE BINDING ON OR OBLIGATE SCEA. ANY 
IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, 
INGLUDING WARRANTIES: OF MERCHANTABILITY AND FITNESS FOR 
ANPARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY 
PERIOD DESCRIBED ABOVE, IN NO EVENT WILL SCEA BE LIABLE 
FOR INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM 
SSESSION; USE OR MALFUNCTIONOF THE SCEA SOFTWARE 
“PRODUCT. 


Some states do-fot allow limitations as to haw long an implied 
warranty last§ and/or exclusions or limitations. of consequential : 
damages, so-the above limitations and/or exélusions of liability may ” 
not apply to you. This warranty-gives you-specific legal rights, and 
you may also have: other rights which-vary from. state to state. 


Sony Computer Enertainment America (SCEA) warrants to the original 
purchaser of this SCEA product.that this software is free from defects 1 in 
material and workmanship for period of ninety.(90) days from the or 
date of purchase. SCE agrees fot a period of ninety (90) day 1 
repaif-or “Teplace, at its Option;.the'SCEA product: Yo 
{- -00-345- -SONY lo receive: eos to obté 1e 
serviees ifs %& 
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FIND A Cobife SHOP NEAR You 


(1-888-266-4226) 
online: 


MULTIPLAYER SECTION WITH 
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PRIMA 
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Killzone is a trademark of Sony Computer Entertainment Europe ©2004 Sony Computer Entertainmeht Europe. Developed by Guerrilla. All rights } 
reserved. Players are responsible for all applicable internet Online play requires internet connection, Network Adaptor (for PlayStation 2) and 

Memory Card (8MB) (for PlayStation 2) (each sold separately). Licensed for play on PlayStation 2 computer egtertaigment systems with the NTSC U/C 
designation only, “PlayStation” and the “PS” Family logo age registered trademarks of Sony Computer Entertainm The Sony Computer 

Entertainment logo is a registered trademark of Sony Corggggtion, Online icon is a trademark of Sony Computer Enteffgininent America Inc. The 


ratings icon is a trademark of the Entertainment Software. iation. Man ind printed in the U.S.A. This software uses “DNAS” (Dynamic 
Network Authentication System), a proprietary authentication system? } mputer Entertainment Inc. to provide security and to help 
protect copyrighted content. THIS SOFTWARE IS COMPA’ wit ST. SOLES WITH THE NTSC U/C DESIGNATION. U.S. AND 
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